


| Character Name 


Age & Sex Height & Weight | 


Distinguishing Features 
Weight 


Damage | Allowance | 


Strength 
Defensive 
Adjust. 


Missile 
Attack 


Surprise 
Adjust. 


‘Dexterity 


System Ressurect 
shock | Survival 


Hit Point | 
Adjust. Save 


Constitution 


Max. Spell] % Learn 


Intelligence 


Magical i Bonus Spells 


0 spell 
Defense | 


Failure 


Wisdom 


Reaction 


Lo alty 
Adjust. 


Aqjust. | 


Charisma 


Weaponry Information 


Weapon Type Type Speed # Attack Ranges 
Altacks | Adjust. (S/M/L) 


410% XP Bonus? 
Wes 


Saving 
Throws 


Class (Kit) 


Experience Level 


Ty 


it Points 


Wounds Suffered 


Hair & Eyes 


Attack Table 


THACO ||. 


Missile 


Poison 


spell Immunity 


Spell Immunity 


Nonproficiency 
Penalty 


Damage 
v5. S/ 


Armor Class 


Other Defenses 


{_] vo[_] 


Breath 
Weapon 


Magical 
Spell 


Petrification 
or 
Polymorph 


Rod, 
staff, 
or Wand 


eee 


Paralysis, 
Poison, 
or Death 





Thief Weapon Nonweapon 
Abilities Proficiencies Proficiencies 
Pick 7 Se | eae || | tere root. ee seve 


Open Spells per Level 


g 
Find/ | - | 
Remove -- 

ra Bigig) 


Move 

Silently Spells Memorized 
| Detect : —= 
| Noise 
! Climb 

Walls 


Read 
Languages 


Use 
Scrolls 


Lore & 
Knowledge 


Morale 
Modifier 


Influence 
Reactions 


Encumbrance  [@ Move 


| Category Weight Combat Effects | Rates 


| | None 
| ae lige! (Base Move) 
| | (2/3 Move} 
| Moderate 
—2 Attack, +1 AC (1/2 Move) 
H Tt, 
Severe ~4 Attack, +3 AC 45 Move 
| Maximum —4 Attack, +3 AC Severe or Max. 
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Character Name 


ae 


- Distinguishing Features 





Class (Kit) 










Hit Points [| | 


Experience Level "Wounds Suffered 


Hair & Eyes 


Weight | 
Allowance 

























Melee | Missile 
Attack 














Strength 









Surprise | Defensive 
Adjust. Adjust. 


Dexterity 






Hit Point 
Adjust. 


‘Constitution 










Spell Immunity 





Intelligence 



















% Spell 


Magical Bonus Spells 
Failure 


Wisdom : Defense 


Spell Immunity 





Loyalty 
Adjust. 


Charisma 








Nonproficiency 
Penalty 


Weapon Type | Type Speed x Attack Ranges Damage | Damage | Damage 
Attacks | Adjust. (S/M/L) Adjust. | vs. S/M vs. L 


Character Sketch 







Roll number or higher on 1d20 















Armor Class 


. Other Defenses 


















Experience Points 












+10% XP Bonus? Next Level XP Goal 
Yes[] No [_] 


Paralysis, Rod, Petrification Breath Magical 
Poison, staff, or Weapon spell 
or Death or Wand Polymorph 











Saving 


ee 









Thief d Weapon Nonweapon 
Abilities Proficiencies Ea Proficiencies 


Di; : | Initial ~ Add’! Nonprof. | Initial T Add'l 
Sig pemae L Slots slotivis | | Penalty | Slots | | | Slotiivis 


| Open Spells S per 
Locks 
Find) 


Remove ] Proficiency 
Traps | 


. Check 


EP 


Ae 
abet eteteiae 


Move 
Silently 


Hide In 
Shadows 


Detect 
Noise 


Climb 
Walls 


Read 
Languages 


| Use 
| Scrolls 


Lore & 
Knowledge 


Morale 
Modifier 


Influence 
Reactions 


Rall number or less on 1d20 to succeed 


Type (GP Value) Carried Cached 


Encumbrance 


Weight Combat Effects | 


None | (Base Move) | 


None | Light 
| (2/3 Move) 
—1 Attack 
Moderate 
-2 Attack, +1 AC (1/2 Move) 


Heavy 
~4 Attack, +3 AC (1/3 Move) 


-—4 Attack, +3 AC Severe or Max. 
(Move=1) 











Hit Points 


Wounds Suffered 


Character Name Class (Kit) 


| Distinguishing Features 









Experience Level 


Hair & Eyes 

















Attack Table 






Weight 
Allowance 


Strength 












Defensive | 


j Surprise | 
| Adjust. 


Adjust. 









Dexterity 













Poison | 


Hit Point System | Ressurect 
Save 


Survival 






Constitution 


Spell Immunity 





Intelligence 





















Magical Spell Immunity 


% Spell 
Defense 


Failure 






Wisdom 








Loyalty 
Adjust. 






| Charisma 












Nonproficiency 
Penalty 


Weapon Type Type Speed Attack Ranges ae | Damage | Damage 
Risks Adjust. (S/M/L) Adjust. | vs. Si ve. L 


Character Sketch 









Roll number or higher on 1420 









Armor Class _ 


Other Defenses 

















Experience Points 








+10% XP Bonus? Next Leval XP Goal ; 
Yes fe No [| 










Paralysis, Rod, Petrification Breath Magical 
Poison, staff, or Weapon Spell 
or Death or Wand Polymorph 


Saving 


ng Ee 








Thief 
Abilities 


: Pick 
| Pockets 


Backstab 
Damage 
Open Spells per Level 
Locks 
Find 
Remove 
Traps 
Move 
Silently 


fej BE 


Be Spells Memorized_ 
Hide In 
Shadows 


Detect 
Noise 


Climb 
| Wallis 


Read 
Languages 


Use 
Scrolls 


Lore & 
Knowledge 


Morale 
Modifier 


Influence 
Reactions 


Lil 
EI) 


Weapon 


Proficiencies 


Initial 
Slots 


Add’! 


| -Nonprof. | 
Slot/lvis 


Penalty 


Encumbrance 


Category 


Light 
Moderate 
Heavy 
Severe 


Maximum 


Weight Combat Effects 
None 

None 

—1 Attack 

-2 Attack, +1 AC 
—4 Attack, +3 AC 


=4 Attack, + AC 
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Nonweapon 
Proficiencies 


Add’! 
Slot/lvls 


Proficiency # 


Rel. Check | 


Slots Ablty Mod. | 


Wealth 


Type (GP Value Carried 


(Base Move) 


Light 
(2/3 Move) 


Moderate 
(1/2 Move) 


Heavy 
(1/3 Move) 


Severe or Max. 








Cached 


1115XXX 1902 


Character Name Class (Kit) he Hit Points a 


Distinguishing Features 


| Attack Table 
| ~ Melee Weight mn end | — : — 
Strength | Damage | Allowance | | — 


: Surprise | issi Defensive | 
Adjust. ack | Adjust. 


Dexterity 


Hit Point} System | Ressurect} Poison | 


Constitution Adjust. | Shock | Survival | Save 


Intelligence 


% Spell | Spell Immunity 


Wisdom fense | 3 Failure 


Reaction 
Adjust. 


Charisma 


Nonproficiancy 
Penalty 


“Damage | i Canney 
Adjusi. | vs. S/ WS, 


Armor Class 


es / fase! Bead 


Other Defenses 


+10% XP Bonus? 


ves ie} No ro 


Paralysis, Rod, Petrification Breath Magical 
Poison, Staff, or Weapon Spell 
or Death or Wand Polymorph 


Saving 


ied 











Pick 
Pockets 
Open 
Locks 
Find! 


Remove 
Traps 


Move 
Silently 


Hide In 
Shadows 


Detect 
Noise 


| Climb 
Walls 


Read 
Lanquages 


Use 


Scrolls 


Lore & 
Knowledge 


Morale 
Modifier 


Influence 
Reactions 


Thief 
Abilities 


Backstab 
Damage 


Spells per Level 


eee 


Selly as. 


_ Spells Memorized 


Weapon 
Proficiencies 


Initial Add'! 


| ‘Nonprof. 
Slots Slot/lvis 


Penalty 


Weapon Name 


Encumbrance 
Weight Combat Effects 

None 

None 
Moderate —1 Attack 
—2 Attack, +1 AC 
Severe —4 Attack, +3 AC 


—4 Attack, +3 AC 


Type (GP Value 


Nonweapon 
Proficiencies 


Add’! 


Initial | 
Slot/lvis 


Slots 


# Rel. Check 
slots Ablty Mod. | 


Wealth 


Carried Cached 


Treasures (Gems, Jewelry, etc.) 


(Base Move) | 


Light 
(2/3 Move) 


Moderate 
(1/2 Move) 


Heavy 
(1/3 Move) 


severe or Max. | 


(Move=1) 
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Character Name me Class (Kit) 


| Distinguishing Features 


| : Attack Table 
slowance| Press | Door “Melex 0. || Missile 


Strength 


Missile 
Attack 


Dexterity 


Constitution 


|Max. Spell) % Learn 
; Level 


Intelligence 


Magical Bonus Spells % Spell | Spell Immunity 
Defense Failure 


Wisdom 


Adjust. 


Charisma 


Nonproficiency 
Panalty 


Damage 
yo. L 


ae ; | = : : ae : 
Character Sketch Experience Points 


Other Defenses a 


410% XP Bonus? Next Level XP Goal 
Yes [| No [| 


Paralysis, Rod, Petrification Breath Magical 
Paison, staff, or Weapon Spell 
or Death or Wand Polymorph 


Throwe rT OW CI] 








Thief 
Abilities 


Pick 
Pockets 


Open 
Locks 
Find, 
Remove 
Traps 


Backstab 
Damage 


es 


Spells per Level 


Mave 
Silently 


a 
st 
eee 
mae 


Hide In 
Shadows 


Detect 
Noise 


Climb 
Walls 


Read 
Languages 


Lise 
Scrolls 


Lore & 
Knowledge 


Morale 
Modifier 


| Influence 
Reactions 


a al al; 


Initial 
Slots 


Weapon 
Proficiencies 


Add’! 


| Nonprof. 
| | Slotivis 


Penalty 


Encumbrance 


Category 
None 
Light 
Moderate 
Heavy 
Severe 


Maximum 


Weight Combat Effects 
None 

None 

—1 Attack 

—2 Attack, +1 AC 
—4 Attack, +3 AC 


—4 Attack, +3 AC 


Type (GP Value) 


Move 


Rates 


None 
(Base Move) 


Light 
(2/3 Move) 


Moderate 
(1/2 Move) 


Heavy 
(1/3 Move) 


Nonweapon 
Proficiencies 


Ada’ 
Slot/lvis 


| 
| | ] 
| | 


Wealth 


Carried 


Severe or Max. | 
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Character Name | Class (Kit) Hj | ; ied | 
itPoints | | 


| Distinguishing Features 


Attack Table 
| | (i ee | Weight | Max, : | a 
strength ttack | | Allowance| Pre hanes Melee | Missile 


Surprise Missile 
Adjust. Attack 


| Dexterity 


Ressurect Poison 


Constitution diust. hoc Survival save 


Max. Na. Spell Immunity 
/Level 


Intelligence 


Magical ls % Spell Spell Immunity 


\W is d om Defense | Failure 


Loyalty | 
Adjust. 


| Charisma 


weeny Information Penalty? 


Weapon Type Type opeed Attack ‘Ranges Damage Damage seh nie 
attacks Adjust. (Si Adjust. | vs. 5 v5 


EEE eee 
ae el ai 

1 : aes : Sake Surprised AC 
Character Sketch fe Experience Points 


Other Defenses — 


| +70% AP Bonus? | | Next Leval XP Goal 
yes[_] no [_] 


Paralysis, Rod, Petrification Breath Magical 
Poison, otaff, or Weapon Spell 
or Death or Wand Polymorph 


Saving 


ee ee 





Thief 
Abilities 


Pick 
Pockets 
Open 
Locks 
Find/ 
Remove 
Traps 
Move 
Silently 
Hide In 
Shadows 
Detect 
Noise 
Climb 
Walls 


Read 
Languages 


Use 
Scrolls 


Lore & 
Knowledge | | 


[| 
| 
el 
ae 
[| 
me 
ae 
ae 
ieee 


| Morale 
Modifier 


| Influence 
Reactions 


Backstab 
Damage 


spells Memorized 


Category 


Weapon 
Proficiencies 
Initial | | Add’! 


Slots | Slot/lvis 


Nonprof. 
Penalty 


Encumbrance 
Weight Combat Effects 
None 

None | 

Moderate | 

~2 Attack, +1 AC | 

—4 Attack, +3 AC | 


Maximum —4 Attack, +3 AC | 


Nonweapon 
Proficiencies 


“Initial 
Slots 


Proficiency 


Wealth 


Carried 


Add’ 
Slot/lvis 


Rel. Check | 


7 ts Abity Mod. 


Cached 


Treasures (Gems, Jewelry, etc.) 


(Base Move) 


Light 
(2/3 Move) 


Moderate 
(1/2 Move) 


Heavy 
(1/3 Move) 


| Severe or Max. 


(Move=1) 
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Ss eee 
















Hit Points 


Wounds Suffered - 





eg 


Character Name Class (Kit) 


Distinguishing Features 











| Experience Level 






Height & Weight Hair & Eyes 


Open z= —— | 
Poison Regen. 
Save | Rate 


Max. No. Spell Immunity 
‘Level 























Weight | 
Allowance 


Strength 





Missile | Dete nsive 


~ System Ressurect 
Shock Survival 


Magical 
Defense 


Surprise 
Adjust. 













Dexterity 













Hit Point 
Adjust. 












Constitution 







Intelligence 

















% Spell 
Failure 


Spell Immunity 






Wisdom 


Hench men 


Charisma 










Nonproficiency 
Penalty 


Ranges Damage creey 
(S/M/L) | Adjust. | vs. S/ 


Weaponry Information 











Attack 
Adjust. 






















Armor Class 


Mittens 









Paralysis, Rod, Petrification Breath Magical 
Poison, staff, or Weapon Spell 
or Death or Wand Polymorph 


eee 






Saving 






















Thief 
Abilities 


Weapon 
Proficiencies 


Add’! 
| Slotlvis 


Nonweapon 
Proficiencies 
























~ Initial 
Slots 







Pick 
Pockets 


Nonprof. | Initial | Add’! 
Penalty slots | | Slot/lvis 


Backstab 
Damage 







Spells per Level 


eee 


Spells Memorized 





Open 
Locks 
Find’ 
Remove 
Traps 


[ 
el 
ctr 
Sienty L__| 
Paes 
a 
Ei 


















Proficiency # Rel. Check 
Name _ Slots Ablity Mod. 











Hide In 
Shadows 
















Detect 
Noise 











Climb 
Walls 








Read 
Languages 


Use 
Scrolls 


Lore & 
Knowledge 


| Morale 
| Modifier 


Influ ence 
Reactions 






































Equipment 


ltem Carried Gost 





Type (GP Value) Carried Cached 





) 

























Move 
Rates, 
uae Move) | 


Encumbrance 


| Category Weight Combat Effects 


None None 
Light None 
Moderate —1 Attack 
Heavy —2 Attack, +1 AC 
Severe —4 Attack, +3 AC 
Maximum —4 Attack, +3 AC 
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Light 
(2/3 Move) 






Moderate 
(1/2 Move) 












Heavy 
(1/3 Move) 









Severe or Max. 
(Maove=1) 
























Class (Kit) 


Distinguishing Features 


Character Name 





Hit Points 


Wounds Suffered 
















) Attack Table 


Allowance | | | | Missile 


otrength 





Surprise Missile Defensive | | 
Adjust. Attack Adjust. 














Dexterity 


Hit Point | 
Adjust. 


Constitution 









Spell Immunity 





Intelligence 
























Magical Bonus Spells 


% Spell | 
Defense 


Failure 


Wisdom 





.No.| Lo alty Reaction 
Henchmen} Adjust. Adjust. 













Charisma 






Weaponry Information eo ah 


Weapon Type Type | Speed # Attack Ranges Damage ae Damage | 
| Attacks | Adjust. (S/M/L) Adjust. | vs, S/ ve. L 


Character Sketch 






Roll number or higher on 1d20 












Armor Class 


Pc aa 










+10% AP Bonus? 


Yes =} No S| 










Paralysis, Rod, Petrification Breath Magical 
Poison, Staff, or Weapon Spell 
or Death or Wand Polymorph 









Pick 
Pockets 


Open 
Locks 


| Find/ 
Remove 
Traps 
Move 
silently 


Hide In 
Shadows 


Detect 
Noise 


Climb 
Walls 


Read 
Languages 


Use 
Scrolls 


| Lore & 
Knowledge 


Morale 
Modifier 


Influence 
Reactions 


Thief 
Abilities 


Damage 
spells per Level 


an lhe 


Spells Memorized _ 





~ CO 
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Weapon 
Proficiencies 


initial | | Addl 


* | | Nonprof. 
slots Slot/lvis 


Penalty 


Weapon Name 


Encumbrance 


Weight 


; 


Category Combat Effects 
None 
None 
Moderate —1 Attack 
~2 Attack, +1 AC 
Severe —4 Attack, +3 AC 


Maximum —4 Attack, +3 AC 





Nonweapon 
Proficiencies 


Initial | [ [ Add’ 
Slots | | | Slotvis 


Proficiency 


Wealth 


Type (GP Value) Carried 


(Base Move) 


Light 
(2/3 Move) 


Moderate 
(1/2 Move) 


Heavy 
(1/3 Move) 


Severe or Max. 





Rel. Check 


Cached 
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| Character Name 


Alignment 
Age & Sex ; 7 


Distinguishing Features 





it Points 


~ Wounds Suffered 


H 










Experience Level 


| Hair & Eyes 


Height & Weight - 


| Weight | 
Allowance 


Class (Kit) 









Strength 










| Defensive 
Adjust. 


Missile 
Attack 


Surprise 
Adjust. 






Dexterity 





- Hit Point 
Adjust. 








Poison 
Save 


System 


Ressurect 
Shock i 


Survival 















Constitution 










| Max. Spell] % Learn Spell Immunity 


Level Spells 





Intelligence 















| Magical ~ Spell Immunity 


%o Spell 
Defense 


Failure 





‘Wisdom 





Reaction 
Adjust. 


| Loyalty 
Adjust. | 















Charisma 

















Weaponry Information a ah 


Weapon Type Type Speed | # Attack 
Attacks | Adjust. 
| 


Character Sketch 
















ee 


Roll number or higher on 1d20 













Armor Class 


Other Defenses _ 










Experience Points 









+10% XP Bonus? | | Next Level XP Goal | 
Yes = No a) | 


Paralysis, Rod, Petrification Breath Magical 
Poison, Staff, or Weapon Spell 
or Death or Wand Polymorph 













Saving 


aaa mre Sh 








thie re Weapon sy Nonweapon 
Abilities Proficiencies Proficiencies 


aisiceuats initial Add't Nonprof. initial | [~ Add) 
Damage Slots Slot/lvis Penalty Slots | Slot/lvis 


Pick 
Pockets 


Open ad Spells per Level 
Find - : | 
Remove == Proficiency Rel. Check 
i a | Ww. ie 
| yl eapon Name ' 2 Slots Ablty Mod. 


| Traps 
_ Spells Memorized 


Z 


Move 
Silently 


Hide In 
Shadows 


Detect 
Noise 
Climb 
Walls 


Read 
Languages 


| Use 
| Scrolls 


Moditier 


Influence 
Reactions 


FUUUUUUUUE 
LEPSESESCEE 


ceed 


Wealth 


Type (GP Value) Carried Cached 


Encumbrance 


Category Weight Combat Effects 


None None (Base Move) | 


Light None | Light 
| (2/3 Move) 
Moderate =1 Attack 
Moderate 
Heavy —2 Attack, +1 AC ere) 


| Heav 
Severe —4 Attack, +3 AC (1/3 Move) 


Maximum _4 Attack, +3 AC MM Severe or Max. 
| (Move=1) 






















| Class (Kit) 


| Character Name 


Hit Points [ | 


Wounds Suffered 
















Experience Level 
Hair & Eyes 7 


Weight | 
Allowance | 


Age & Sex Height & Weight 









Distinguishing Features 







Attack Table 


Missile 










Strength 









Defensive 


Surprise 
Adjust. 


Adjust. 





Dexterity 















Poison 
Save 


Ressurect. 
Survival 






| Constitution 







Spell Immunity 


Intelligence 









Magical 


% Spell 
| Defense vailure 


Failure 









Spell Immunity 


Wisdom 






Charisma 






Weaponry Information pani i 


| Weapon Type Speed 8 Attack Ranges Damage | Damage | 
Attacks. | Adjust. (S/M/L) | Adjust, | vs. S/ vs.L | 


Type 















Armor Class 


Other Defenses — 


Character Sketch 









Experience Points 














+10% XP Bonus? Next Level xP Goal 
Yes [| No [| 


Paralysis, Rod, Petrification Breath Magical 
Poison, staff, or Weapon Spell 
or Death or Wand Polymorph 













Thief Weapo n i: Nonweapon 
Abilities Proficiencies Proficiencies 


Pick mes Backstab (Initial | [Addi Nonprof. | Initial Add’! 
Pockets Damage | | Slots | Slot/lvls Penalty | | Slots Slot/lvis 
Open Spells per Level 


ee 
Find/ dy) oe | 
Remove = 


Move 
| Silently _ Spells Memorized 


Hide In 
Shadows 


Detect 
Noise 


Climb 
Walls 


i 
Languages 

| Use — 
Scrolls 
Lore & 
Knowledge 
Morale 
Modifier 
Influence 
Reactions | 





d 


Carried Cached 


Treasures (Gems, Jewelry, etc.) 


None (Base Move) 


None Light 

(2/3 Move) 

Moderate ee, —1 Attack 
; Moderate 

-2 Attack, +1 AC (1/2 Move) 


Severe ~4 Attack, +3 AC ier 


Maximum —4 Attack, +3 AC Severe or Max. 
| (Move=1) 
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Character Name — 


Class (Kit) 


Distinguishing Features 


Hit Points [ | 


Wounds Suffered 

















Weight | | 
Allowance /Lif [si . 
ac 


Strength 






Missile 
Attack 






| Surprise 
| Adjust. 







Dexterity 













Poison 
Save 


Hit Point m | Ressurect 
Adjust. Survival 









Constitution 









Max. Spell % Learn Spell Immunity 


Level 





Intelligence 















Magical Spell Immunity 


Bonus Spells 
Defense 


% Spell 
Failure 










Wisdom 


Loyalty 
Adjust. 


Charisma 






Nonproficiency 
Penalty 


phlei Information 


Weapon Type Type Attack Ranges Damage | Damage Damage 
aise Adjust. (S/M/L) Adjust. | vs. S/ vs. L 
















Roll number or higher on 1d20 











Armor Class 


opi 
oe 


~ Other Defenses 















Paralysis, Rod, Petrification Breath Magical 
Poison, Staff, or Weapon Spell 
or Death or Wand Polymorph 







Saving 


cog EE ee 





Thief 


Weapon 
Proficiencies 


Nonweapon 
Proficiencies 


Abilities 


Add’ 
Slot/lvis 


No nprof. 
Penalty 


Add’! 


Initial 
Slot/lvis 


Pick 
Slots 


Pockets 


Open 
Locks 
Find/ 
Remove 
Traps 


Backstab 
Damage 


iz 


Spells per Level 


CEI 
Soh bah he 


Spells Memorized 


Rel. Check 
Weapon Name Slots Ablty Mod. 
Move 
Silently 


Hide In 
shadows 


Be: 


Detect 
Noise 


Climb 
| Walls 


Languages |__| 
Languages 


Use 
Scrolls 


Lore & 
Knowledge 


Morale 
Modifier 


Influence 
Reactions 


Equipment 


ltem Carried 


Wealth 


Cached 


Carried 


) 


Encumbrance 


Category Combat Effects 


None None 


(Base Move) 


Light None Light 


(2/3 Move) 


Moderate —1| Attack 


Moderate 


-2 Attack, +1 AC (1/2 Move) 


Heavy 
Heavy 


—4 Attack, +3 AC (1/3 Move) 


Severe 


—4 Attack, +3 AC Severe or Max. | 


(Move=1) 


Maximum 
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| Character Name Class (Kit) 


| Age & Sex | . 


Distinguishing Features 


Hit Points [ | 


Wounds Suffered 












Experience Level 
Hair & Eyes 


Weight ; 
Allowance 








Height & Weight 















Melee 
Damage 


Surprise Missile 


| 1D ext ra rity Adjust. Attack 


Hit Point | 
Adjust. 


Attack Table 












Strength 





Defensive 
Adjust. 



















Poison 
Save 










Survival 


| Constitution 












Max. Spell] % Learn 


Spell Immunity 
Level Spells 








Intelligence 











| Magical Bonus Spells Spell immunity 


Wisdom Defense 





Yo Spell 
Failure 









~ Loyalty | Reaction) 


Charisma chmen) Adjust. | Adjust. 




















Weaponry Information — semper 


Weapon Type Type | Speed | # Attack Ranges Damage Damage Damage 
| Attacks | Adjust. (S/M/L} Adjust. | vs. S/ vs. L 
| 


Character Sketch 










Armor Class 


Other Defenses 












Experience Points 


















+ XP Bonus? Next Level XP Goal 
ves[_] No [_]] | 














Paralysis, Rod, Petrification Breath Magical 
Poison, Staff, or Weapon Spell 
or Death or Wand Polymorph 


saving 


Throws | ce ili 4 





Thief 
Abilities 
[ 
[ 


Pick 
Pockets 


Backstab 
Damage 


Spells per Level 


GiGie 


Silently Spells Memorized _ 


Hide |n 
Shadows 


Detect 
Noise 
Climb 
Walls 


Read 
Lanquages 


Use 
Scrolls 


Lore & 
Knowledge 


Morale 
| Modifier 


| Maximum 


Weapon 
Proficiencies 


Nonprof. 
Penalty 


Add’! 
Slot/lvis 


Initial 
Slots 


Weapon Name 


Encumbrance 


Weight 


Combat Effects 


| 
None | 


—?2 Attack, +1 AC | 
—4 Attack, +3 AC | 


4 Attack, +3 AC | 


Proficiencies 


initial 
Slots 


Proficiency 
N 


(Base Move) 
Light 
(2/3 Move) 


Moderate 
(1/2 Move) 


Heavy 
(1/3 Move) 


Severe or Max. 
(Move=1) 
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Tricks of the Trade 


Once a player has created his 
or her thief character, the chal- 
lenge really begins. Because of 
the special abilities and disaa- 
vantages of the thief class, 
players running thief charac- | 
ters will want to keep a number 
of important points in mind dur- 
ing play. 

Combat: While thieves are 
no match for fighters in head- 
to-head combat, they are | 
deadly when attacking from 
ambush. Depending upon the 
type of thief that a player is run- 
ning, the types of attack that he — 
or she employs will vary. Sur- 
prise, however, will always be 
an important element. An assassin or ninja-like 
character will often spring from the shadows to 
strike with a small weapon such as a knife or 
garotte. A thief acting as a scout might strike 
from cover with a short bow or poisoned dart. 
Most thieves will in time develop a “signature 
style” to let others know he or she is responsible 
for a particular crime, thus enhancing the char- 
acter’s reputation. 

Leading the Way: One of the most common 
roles assigned to the average thief in an adven- 
turing party is that of the scout. This is not 
unreasonable. Because most thieves can move 
quietly and avoid being seen, they are often 
able to spot an enemy, trap, or other hazard 
before it can pose a threat to the rest of the 
party. 

Of course, there are great dangers associ- 
ated with this role. If the thief fails to notice a 
trap, he or she may fall subject to its effects. In 
many cases, a trap that would only injure a 
rugged fighter will inflict enough damage to kill a 
thief. Similarly, there is always the danger that 
the thief will stumble upon a monster that is too 
much for him or her to handle. After all, even 
the best thief doesn’t always manage to sur- 
prise the enemies he or she encounters. 

When acting as a scout, the player must be 








certain not to expose his or her 
| character to any unnecessary 
risks and should avoid combat 
whenever possible. Frequent 
use of the Find and Remove 
Traps, Move Silently, and Hide 
| in Shadows abilities will do 
wonders for the character's life 
expectancy. 

Breaking & Entering: Of 
course, one of the things that a 
thief does best is steal. This 
could mean cutting a wealthy 
merchant's purse, cracking the 
lock of a stout safe, or simply 
waylaying a few sailors. 

Most adventuring parties, 
however, don’t depend upon 
the thief in the party to raise money. After all, 
knocking a few ogres on the head is hardly a 
good way to accumulate a steady supply of gold. 
This does not mean that the skills of a burglar or 
pickpocket will be wasted in their company. 

Instead of targeting loot, the thief often turns 
his or her talents toward the party's special 
needs. Perhaps an important document has 
been hidden away in the library of the local Bur- 
gomaster. While the party attend a formal din- 
ner at the Burgomaster's, the thief slips away 
from the company, makes his or her way to the 
safe, and extracts the document. 

With a little thought, the player can find count- 
less ways for a thief character to use his or her 
talents. For example, as the local sheriff throws 
the party into a jail cell, the thief might bump 
against her and lift the spare key out of her 
pocket. When a party is faced with a pit too wide 
to jump, their thief can scale the walls to the 
other side, set a spike, and create a rope bridge 
for his or her companions to cross. 

Of course, none of these actions (or the 
others that will present themselves to an alert 
player) is free of danger. The slightest mis- 
take, and the thief may be rewarded only with 
a quick death. But as they say, if it’s easy, it’s 
not worth doing. 





The Character Record Sheet 


Included with the Thief's Player 
Pack is a tablet of 12 character 
record sheets (often just called j= 


character sheets). These pro- mete aie 


vide a simple way for players to 


keep track of the important —""™" ee inal 


information that defines their 
characters. TSR grants permis- 
sion to photocopy these sheets 
for personal use. 

These sheets are designed 


to be easy to use. All of the Ff} A 


information on the sheet is Aanecaan Samer 
grouped into the following | 
blocks for easy reference. 

1. Personal Information: |n 
this area the player can record 
the name he or she makes up 
for the character, as well as information about 
the character’s race, class, level, and alignment. 
Additional spaces permit the player to record a 
general description of his or her character. 

2. Ability Scores: This is probably the first 
area of the character sheet that the player will fill 
out when creating a new character. It includes 
spaces for keeping track of a character’s ability 
scores and all of the game modifiers generated 
by them. 

3. Hit Point Record: This portion of the char- 
acter record sheet is placed where it will be 
easy to see and use at all times. A character's 
current hit point total is likely to change fre- 
quently during combat, so players should write 
lightly when recording information on wounds 
their characters receive. 

4. Attack Table: This part of the character 
record sheet will probably be referenced more 
often than any other. There is a space to record 
the character’s THACO listing as well as the 
melee and missile attack modifiers determined 
by the character's Strength and Dexterity 
scores. 

Once these three boxes at the top are filled 


in, the player can quickly fill out the table of [iii 
_ | appropriate to the character due to his or her 


rolls required to hit various Armor Classes 
from 10 to -10. It is recommended that no } 


| Hit Points 
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modifiers be applied when 
| recording the numbers in this 
column; instead, players 
should write in the basic roll 
needed to hit a target of the 
Armor Class listed. 

5. Weaponry Information: 
In this space the player can 
record the specifics on the 
character's favorite weapons, 
along with the attack penalty 
| the character suffers when 
using a weapon with which he 
or she is not skilled. The infor- 
mation is grouped by general 
notes, attack data, and dam- 
age specifications. 

6. Armor Class Informa- 
tion: In this block the player can record the type 
of armor his or her character is wearing, if any, 
and the effect it has on his or her Armor Class. 
Space is provided to record the Armor Class the 
character has when surprised, caught without a 
shield (if he or she uses one), or attacked from 
behind. Additional information on bonuses due 
to Dexterity or magical protection can be 
recorded in the Other Defenses box. 

7. Character Sketch: Artistic players will 
want to draw a sketch of their character in this 
box. Others can select one of the portrait stick- 
ers included in this kit (or some other piece of 
artwork) and secure it here to help them visual- 
ize their character. 

8. Experience Point Record: This space can 
be used to record the number of experience 
points (XPs) that the character has accumu- 
lated, along with the total needed to advance to 
the next level. The player can also note here 
whether his or her character is entitled to the 
10% bonus in XPs awarded to characters with 
exceptional scores in the prime requisite of their 
chosen class. 

9. Saving Throw Table: In this space the 
] player can record all of the saving throws 


| class and level. 








One of the most useful things | 
included with the Player Pack is 
a pad of mapping paper. A close 
look at this tablet will reveal that [| - 
there are actually four types of 
paper in it. Each of these has a 
special use and allows the 
player to keep careful track of 
his or her character’s various |-— 
adventures. Care has been 
taken to make the papers in this 
tablet useful to both players and 
Dungeon Masters. In addition, 
TSR grants permission for 
AD&D game players to photo- 
copy these sheets for personal 
use, So you'll never run out of 
them. Just make sure that you 
don't use your last original, or you won't have a 
good master left to copy. 

A quick look at these sheets will reveal that 
the grids on them are not composed of solid 
lines. Rather, a pattern of crosses (or triads for 
the hex grids) is used. This is because a map 
drawn on a standard sheet of graph or hex 
paper is difficult to reproduce on a photo- 
copier; the solid lines printed on the paper tend 
to make the hand-drawn map difficult to read. 
By contrast, photocopies of maps made on 
these sheets should be just as readable as the 
originals. 


- Regional Maps (%-inch hexes): The regional 
map sheet is covered with a hexagonal grid. 
These sheets should be used for mapping 
large geographical areas, like a country. It 
can be used by players to map unexplored 
territory as their characters move through it or 
to lay out a plan of the grounds surrounding a 
player character's castle. The scales used on 
these maps will vary with the size of the terri- 
tory being mapped. 


« Strategic Maps (%-inch squares): The 
next type of paper in the mapping tablet is a | 
simple square grid. It is intended for use in 








The Mapping Tablet 


creating a strategic map of a 
large structure, such as the 
dungeon complex beneath a 
castle. Once a hexagonal 
regional map has been made 
of an area, the buildings on (or 
under) it can be mapped with 
| this type of paper. This is the 
——J] type of paper that players will 
generally use when mapping 
the dungeons their characters 
| are exploring. In addition, when 
| a character designs and builds 
a castle, temple, tower, or other 
large structure, the player can 
map it with these sheets. 


* Tactical Maps (‘%-inch 
squares): This paper is intended for use in 
making maps of smaller areas, usually a close- 
up shot of some area on a strategic map. Play- 
ers can use it to make more detailed maps of 
unusual rooms (tombs, shrines, and the like) 
that their characters encounter while exploring 
the dungeons recorded on the strategic maps. 
Once a player has mapped his or her charac- 
ter's stronghold, he or she can detail the most 
important areas of it on a tactical map. 

The larger size of this grid makes it easy to 
use with metal miniatures as well. Players who 
decide to become Dungeon Masters will find 
these sheets useful for making maps of the 
rooms in a dungeon where combat is likely to 
take place. When the characters reach that 
area, just pull out the map of the area, place it 
on the table, and let the battle begin! 


Parchment Blanks: The last type of paper 
included in the kit is simply a blank sheet with 
a border on it that looks like curling parch- 
ment. This is intended primarily for those 
wishing to make props for use during game 
play. Players and Dungeon Masters can use 
this to create wanted posters, public notices 
recruiting followers, crude treasure maps, and 
similar documents. 





Painting Guide 


Many gamers find that their | 
role-playing sessions are 
greatly enhanced by the use of 
miniature figures. While it is true 
that a whole book could be writ- 
ten on the many techniques 
involved in painting figures, the 
basics can be explained fairly 
briefly. Remember, though: the 
best way to become a skilled 
miniatures painter is to practice. 


1. Cleaning: Even the best 
miniatures will need to be 
cleaned before they are ready 
to paint. Start by trimming away 
any excess metal and carefully 
filling away obvious seams, 
especially on the underside of the figure’s base. 
After that is done, the figure should stand 
steadily on its own. 

Once the miniature has been trimmed and 
smoothed, wash it in warm, soapy water to 
remove any dirt, grease, or oil. Set the figure out 
to dry, preferably overnight. After you have 
cleaned your figures, try to handle them as little 
as possible. 


2. Mounting: It is always best to secure a figure 
to a base. For human-sized figures, it is custom- 
ary to use a %-inch square of poster board. In 
most cases, epoxy or super-strength glues work 
best. Of course, always use fast-bonding adhe- 
sives with care. 


3. Priming: It is best to apply an undercoat, or 
primer, to your miniatures before painting them. 
The best all-around primer for miniatures is light 
gray in color and applied with a spray can. It is 
best to use a few thin coats of primer rather than 
a single thicker layer. After you prime your fig- 
ures, let them dry overnight. 


4. Base Colors: After your primed figures are 


fully dried, it is time to start painting them. Itis |g 
usually best to start by painting the areas that | 








are hardest to get at. Another 
important thing to paint early 
on are areas of exposed flesh. 

For more realistic figures, 
paint in the shadows in folds of 
clothing first, using a darker 
shade that complements the 
color you have chosen. Ajter 
that dries, paint the rest of the 
‘| item with the main color. Now, 
your figure will have lifelike 
folds and shadows. 


5. Highlighting: When all of 
"| your base colors have dried, 
>> {| you can move on to highlight- 

~~} ing. Start with a lighter color 
than the area you plan to high- 
light. For example, when doing the highlights on 
a gray cloak, you could use a light gray or 
maybe even white. After you put the paint on 
your brush, dab it off with a piece of paper. Be 
careful not to crush the bristles, but make sure 
that there is no visible liquid left on the brush. 
Once that is done, lightly brush the color onto 
the area you want to highlight. 

lf you do it right, highlighting will leave you 
with light traces of paint on the raised areas of 
the figure. 


6. Detailing: After all of your highlights are dry, 
go back and paint the little details. Now is the 
time to get the buttons on jackets, rivets on 
shields, and the like. When all is said and done, 
the highlights can make an otherwise average 
figure look outstanding! 


7. Protection: When you are done painting your 
miniature, set it aside and let it dry overnight. 
Then apply a clear acrylic spray to your minia- 
ture to protect it from nicks, scratches, and dirt. 
Acrylic sealers come in both matte (dull) or 

gloss (shiny) finishes. Most people use a 


=] Matte finish to make their figure look as real- 
, | istic as possible. Use several thin coats of 
| acrylic rather than one heavy one. 





The Character Record Sheet 


10. Class Abilities: This 
area can be used to record 
important information about 
the special talents a character 
has due to his or her class. 
Thief characters, for example, 
can record their special abili- 
ties and the extra damage | 
they do with a backstabbing | 
attack; bards their spells and 
Legend Lore and morale- 
boosting abilities. 

11. Racial Abilities: Any 
special abilities a character 
has due to his or her race (such 
as infravision or silent move- 
ment) can be recorded here. 

12. Weapon Proficiencies: 
Players in campaigns that use the optional 
weapon proficiencies rules should write down 
those weapons with which their character is 
skilled. Space is also provided to record the 
number of slots the character begins the cam- 
paign with, as well as the rate at which he or 
she accrues additional slots. The penalty for 
using a weapon with which the character is not 
proficient can be recorded here as well. 

13. Nonweapon Proficiencies: Like Block 
12, this area is intended for use by those cam- 
paigns employing the optional proficiency rules. 
The number of slots that a character begins 
with, the number of bonus slots he or she 
receives for high Intelligence (see the add'l lan- 
guages box in Block 2), and the rate at which 
he or she acquires new slots can be recorded at 
the top of the box. The name of each skill 
selected by a player, the number of slots allo- 
cated to it, its relevant ability score, and any 
needed modifiers to proficiency checks can be 
recorded on the lines below. 

14. Equipment Carried: This block can be 
used to record all of the equipment that a char- 
acter takes along on an adventure, as well as 
the cost and weight of each item. A space at 
the bottom of the block allows the player to 


Ty ae 


total the value and weight of the items he or | © et 








Nonweapon she is carrying. The former is 


Proicincaes 


mainly for record-keeping pur- 
poses, while the latter is used 
in conjunction with the rules on 
-§ movement and encumbrance 

| (Blocks 16 and 17). 

15. Wealth: As a character 
adventures, he or she will 
gradually accumulate a great 
deal of wealth. This block 
allows a player to record the 
extent of his or her charac- 
ter’s treasure. Separate 
columns are provided to list 
each different type of coin (cp, 
sp, gp, &c.), how much 
coinage is carried by the char- 
acter when he or she goes on 
an adventure, and how much he or she has 
hidden away in caches. A box at the bottom of 
the block provides space for the recording of 
unusual valuable items like gemstones or 
pieces of jewelry. 

16. Encumbrance: For players in campaigns 
using the optional encumbrance rules, this 
space records the carrying capacity of a charac- 
ter (as indicated by his or her Strength score). In 
addition, notes remind the player of the negative 
effects that encumbrance will have on the char- 
acter’s combat abilities. 

17. Movement: This block contains an easy- 
to-use table that the player can quickly fill out 
for reference during play. First, the base move- 
ment rate for the character (12 for humans, 
elves, and half-elves; 6 for dwarves, halflings, 
and gnomes) is recorded in the heavier block. 
The first column, which reflects the movement 
rate of a walking character at the various levels 
of encumbrance, can then be calculated 
quickly. Once this is done, the player can deter- 
mine the rates of movement when his or her 
character is jogging or running by simply multi- 
plying row by row. Thus, for humans the 
numbers in the first column will be 12, 8, 6, 
4, and 1, while the numbers in the top row 
will be 12, 24, 36, 48, and 60. 





Song, Stories, & Showmanship 


Closely related to the thief is 

the bard; in fact, both are part 
of the larger rogue class. Mas- 
ters of song, story, and show- : 
manship, bards enjoy life to its | -.  “@ 
fullest, looking upon each RW ww 
adventure as nothing more QW 
than inspiration for their next & 
great tale. 

As a Class, bards are able to | 
employ many of the abilities } 
normally associated with | 
thieves. In addition, they can 
cast a few spells, hold their 
own in afight, and serve as \\* 
great sources of information or |\ 
morale building. le 

With so many talents and 
abilities, bards are a difficult class to play. With 
that in mind, here are a few tips that novice and 
veteran players alike should keep in mind when 
running a bard. 

Role-Playing: Bards are, first and foremost, 
entertainers. They love nothing more than a 
good tale by a campfire, an exchange of wit in 
the local pub, or a reading of romantic poetry 
before the royal court. 

Each bard has a favorite type of performance. 
Some might be primarily singers or instrumen- 
talists, others mainly actors, and some acrobats 
or jesters. The more individualized the charac- 
ter, the better the player and others in the group 
can form a mental image of him or her. 

This can easily be done with proficiencies. An 
unusually agile bard with the juggling skill may 
well build his or her whole routine around that 
technique, allocating additional proficiency slots 
to it, while having no great interest in playing a 
musical instrument. 

This is a good start, but there is still more to 
be done. Just as no two swordsmen or archers 
employ exactly the same techniques, no two 
singers or comedians will use identical rou- 


tines to win the favor of an audience. To that team 


end, each player should develop a shtick or 


identifying style for his or her character to [7 
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| stand out. 

7 Remember our example of 
the juggler? This description of 
the character Is all well and 
good, but jugglers are, as they 
Say, a silver piece a dozen. 
| Now, if the bard juggles only 
things like razor-sharp throw- 
ing axes, burning torches, or 
acrobatic mice, his or her rou- 
tine (and hence the whole 
| character) becomes much 
more memorable. 

Been There, Done That: As 
noted in the Player’s Hand- 
book, bards tend to accumu- 
late a lot of unusual knowledge 
in the course of their travels 
(nobody gossips like a bard). This is reflected in 
the basic chance that a bard has to identify 
magical items and the like. 

A careful player will make liberal use of this 
talent during game play, Knowing that a good 
DM will have made notes of the lore associated 
with many of the important people, places, and 
things in his or her campaign. This information 
can then be used to provide the players with 
the clues that they need to successfully resolve 
an adventure. 

By the same token, any bard worth his or her 

salt should show an interest in everything that 
transpires around him or her. This is especially 
true of things like old myths or legends, super- 
stitions or religious beliefs, and the chance to 
visit famous place or meet renowned individu- 
als. Bards are insatiably curious people. So 
what if the Radiant Canyon is one of the most 
dangerous places in the world? It’s also one of 
the most beautiful, and many poets have written 
magnificent verses about it, making it well worth 
risking a visit! 
Above all, bards never outgrow the love of 
learning, the thrill of adventure, and the 
appreciation of beauty. Endlessly optimistic, 
they feel that the harder the adventure, the 
better the story it will make afterwards! 





The Making of a Thief 


Thieves can be one of the most fo 
entertaining character classes 
in the AD&D® game. In order to | 
have the greatest possible fun RR 
running such a character, how- |v 
ever, it is wise to think about a Bay 
few points during the process f 
of initial character generation. — yx 

Initial Concept: No other KR 
character class offers a player Baie 
the potential diversity of skills | 
and abilities that the thief class [AQ 
does. With just a little bit of 
work, a player can design any- kaw 
thing from a deadly assassin to [4e% 
the most skillful cat burglar in PU 
the city. Ne 

In some cases, Dungeon 
Masters may have suggestions (or even require- 
ments) about what type of thieves will fit best in 
the campaign. A back-alley thug, for example, 
would hardly be appropriate to a campaign in 
which the characters hobnob with royalty in the 
palace on a regular basis. Any player planning 
to run a particularly unusual type of thief should 
be certain to clear it with the DM before starting 
the character-generation process. 

Ability Scores: The most important ability 
score for any thief character is Dexterity; a high 
score here entitles the character to an experi- 
ence point bonus and provides him or her with 
bonuses in the various thief abilities. But it is the 
other attribute scores which will individualize the 
character. A thief with high Strength and Consti- 
tution scores may be a combat-oriented mugger 
or Guild enforcer, while one with good personal- 
ity attributes (Intelligence, Wisdom, Charisma) 
might make a good confidence man. 

Thief Abilities: The way in which a player 
allocates points to his or her character's thieving 
abilities goes a long way toward defining that 
character. A sneak thief might allocate the 
majority of his or her points to the Hide in 
Shadows and Move Silently abilities, while 
another thief might specialize in Pick Pockets 








or Open Locks. 

Proficiencies: |n addition to 
, the various thief abilities, a 
_| player can further customize 
) his or her character by careful 
selection of proficiencies. A 
\g spy will be well served by skills 
fi such as disguise or lip reading, 
® while a fence will no doubt 
zm 6 Want to master appraising (to 
q identify the best loot) or gem 
ma cutting (to dispose of the 
=== goods). 
S33) _~—sin addition to the obvious 
skills suggested by the player's 
wy vision of his or her character, 
i's always a good idea to select 
one or two out-of-the-ordinary 
proficiencies that will give the character a dis- 
tinctive personality. For example, imagine a cat 
burglar who selects the animal training profi- 
ciency and thereafter sends her trained ferret 
into a target’s house first to make sure no one is 
home. Such a character would be all the more 
interesting to play if the thief thinks of himself or 
herself as a nocturnal creature as well. 

Weapons, Armor, & Equipment: A charac- 
ter can be further defined by the equipment he 
or she carries. A pickpocket will usually avoid 
wearing any armor, in order not to attract atten- 
tion, while an adventuring scout is not likely to 
be found without it. A burglar will typically carry 
some small, easily concealed weapon, while a 
robber will brandish a large, intimidating one. A 
player should always select equipment that fits 
the distinctive personality and expertise of his or 
her character. 

For the most part, thieves of any type will want 
to travel light, depending upon their wits and 
agility to escape danger. The special equipment 
of their class, lock picks and the like, weigh next 
to nothing. Any player should think twice before 
making his or her thief carry too much equip- 
ment—after all, it cuts down on the amount of 
loot he or she can make off with! 
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Thief and Bard Abilities by Level 












XP Skill Bonuses (%) Spells per Day Weapon Nonweapon Hit Dice 

Level Thief/Bard Thief Bard Bard Prof. Prof, _ (d6) 

1 | 0. ? - Base+60) Base+20) - Z 3 

2 1,250 +30 4415 1 2 3 2 

3 2,500 +30 +15 2 2 3 3 

4 5,000 +30 +15 21 3 4 | 

5 10,000 +30 +15 31. | 4 5 

6 20,000 - +30 +15 a2 3 4 6 

7 40,000 +30) +15 321 3 4 7 

8 70,000 +30) +15 331 | 5 ha] 

9 110,000 +30 +15 bees oo 2: 4 5 9 

10 ee 160,000 — +30 +15 : 3321 4 5 10 

11 220,000 +30) +15 333] 4 5 10+2 

12 44(),000 +30 +15 3332 5 6 10+4 

13 a 660,000 +3) +15 Sooe] 5 6 10+6 

14 | 880,000 +30 +15 33331 5 6 10+8 

15 1,100,000 +30) +15 333352 3 6 10+10 

16 1,320,000 +30) +15 433321 6 7 10+12 

17 1,540,000 +30) +15 443331 6 7 10414 

18 1,760,000 +30 +15 444332 6 7 10+16 

19 1,980,000 +30) +15 444432 6 i 10+18 

20 2,200,000 +30) +15 4444435 7 Ma) 10+20 


XP: Experience Points; Weapon / Nonweapon Prof.: Weapon/ Nonweapon Proficiencies. 
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Suitable for All Levels of Play redaltipe <-eclahicthasia 1115 


Thief’s 
Player Pack 


You’ve found the ideal all-in-one 

a playing aid for your favorite game 
storage eee with the AD&D® Game Thief’s Player 
and lid Pack. Inside your Player Pack is the 

: information you need to play your 

chosen class of character—the 

thief—with skill and finesse, anda 

gathering of playing aids 
selected by TSR game 





iets: designers as the items 
| aleaeme>qsloulostrcsmbetel 


and pencil 
8 beginning gamers find 
most useful. Look at 
everything you get: 


® Thief Character 
Record Sheets 


® Eight-page booklet 

of valuable information 
about role-playing 
thief characters, 
includes a miniature 
painting guide 


..+ Plus, room to 
carry, store, and 
organize the AD&D 
pu bitclelele) tome elemelat len 
gaming materials you own! 





